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ABSTRACT
The vse of sisulation games is considered by whica
the college teacher addresses selected topics by uaving students
engage in activities that approximate the realities of a social
situation. Simulations offer a stimulus for examining theoretical -
podels and their applicability to everyday social situations. The
Priscner's Dileema 1s presented as an example of a rrame game, O a .
gan= that can be played with a changed scenario and payoff chart
vhile allowing essentially the same preparation, rules, and strategy
for introducing, running, and debrjefing. The Prisouer's Dilemma
presents a situation vhere pairs of players must decide waat tney
will do as prisoners: confess or not confess to a crime that they are
accused of committing together. The players make tacar decisions
independently and without knowing wvhat the other willi decide. The
players- make 10 separate decisisns vhile sitting back-to-nack duling
10 rounds of play. AmoRg the cognitive objectives of the game are: to
learn that under the Am®lican crisinal justice systea a person can
often obtai: « reduced se. ¢«¢nce by turning state's evidence and
bargaining for leniency: to learn that the pursuit ot one's own
self-interest does not necessarily lead to social benefit; and to
learn that people who make the same decisions often- have ditferent
reasons for those decisions. Affective objectives are to teel the
effects of restricted communication wher making decisions directly
involving other people and to discover that under pressure they may .
_ behave in a way that they normally find morally objéectiodabie. A
checklist for using games for instructional purposes is inc.iuljed.
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Using Simulation Games in the College Classroom
Ronald T. Hyman, Rutgers University
-,
vertas, tne v ctat s litiestoon tor . e oo ubatian whion seebroes necessitite pooral group-
Voat.LeatEon rie 4. 1 tealhing Strdtegy s Lo il Vi f stadents, ase ot oo and fac i ies andear
tAaenar ded Sratent tu o mtione using an tre N SIEE Lrotad bonontng avds AT The same trow, Sanee Situlae
the oMot b trey e un 1 Al tnere hive L e tian nvatue, ach spontanensus LpRakis) and luing, the
prowlhedge vt s lods and thers RTINS S I feahor L3t hive thaught tnronghthe entire activity and

-

Sresant a4 o Jtuia, ddesigned, bnated Trv o ewte e 10 Nis
the teycs o o wones ;e'mctvlm/ IR IS TS FERES
2rjage e} Tl T WPien gooroe o te the rdittios e
5014l syttt an '

with some planning, strategic e.ecution, and scme
Jesire for 1nng/ation 1t 1s fairly easy to 1ncorparate
simulaticn ganes into a college course  The peint hers
s that college sirulation games can offer a great Jual
to college faculty Swmulations offer an 1rexpensive and
1ntriguing vehicle for bringing 1ssues alive 1n the cluLs-
room  Simulations offer a springboard for examining [hﬂD"
retical models and tneir-applicability to everyday sccril
sreuatigns . Simulations of fer a method of 1nvolving stu-
dents actively 1n “farlure-proof decision-making” and n
analyzing the consequences of this process.

The well-known simolation games Star Power, fata
Bafa, and Simsoc are but three examples of simulation,
which have es®Xblished themselves as classic human-to-
human 1nteraction activities, These three simulations
a.e appropriate for courses in the frelds of political
scrence/history, anthropology/sociology, and sacroloay/
nsychology, respoctively  Hundreds of simultations are”
avarlabls fo- thece and other disciplimes andg can easily
be locatcs by rneching several standard references which
describe ind cateyorize the games according ‘0 subject
matter ared

-

Faculty need nat rely on outside experts or special-
order materi2ls to-be successful once an understanding of
the simt lation process 15 dacqui-ed. However, whether the
instractor opts to use a gawe from the professional lit-
nrature o to Jesian his/her own, g check of the follow-
Irg points 1S wise

ame Checklst .

1, The game shoull be playible--easy 1o ledrn and easv
to play

7+ The gwe shoald be
vlement, of 3 rexl situati-n.

1v The 1ane shoult be easy to,understand, yol complex
endugh to be challenging

1, The gare should te  hort enough to allow nlayirg 1t
in avartiole teaching time

3 “he gane should allow seae freedom in <pecttying how
partictpants will play

oy The gase should allow for a balance between sk1ll and
luck. These elements should be 1n real-lite propor-
tions anless there 1s a particular purpoase for empha-
G171y ane ayer the other

reahistio--smmulate the essential

The tos her *uit be o alert to the various tecands of

Q
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Faoprep ared o tacrirtate the activity dL 2alh S1€p

fne Steps nuthiming the ase of e Prasom s Bilew-s
wa esa g le pravide 1o ondel whicn can be generalized tor Ex
use With otner st ulaticon qares The example serves pri-
carily as a vehicle from whach amportant elenents ot simu-
tatisn games can be 1llustrated feacherginterested 1n
4s1ng the Prisoner's Dilenia can also read »wmlatien -
sng for Values £dacation ihe Privoner’s D1tenma by
Ponald T Hyman fwashinaten, B ¢ By sersity Press ot
Arericd, 1378) .

51 osiition Exauple The Prisone 5 blenmg

The Prisponer's Dilenma has been chosermsss an €ranple
tecause 1t 15 an excelient frame qane A frame qgame 1-
one whivh Lan be piayed with a changed scengriy and pay-
att chart while allowing essentrally the same preparation
rules, and step-by-step strategy tor 1ntroducing, run-
mmg, and debrieting  Other scenarins e avdrlablie

.

* A police officer stops a car witn a driver and ras-
senqer for spceding Just minutes after learring of an
arméd robbery 1n the neighborhood  The polrCe officer
natices the handle of 2 revolver sticking oyt-of the belt
of el person  The officer asks to see th%f* permits tn
car-y the guns When they fail to produce the permits,
the officer arrests them and brings them back to the -
lhice station for booking and questioning ]

At the station a detective separates t two people
and notifies ttm of their constit tional rights  The
detective suspects but cannot prove that they are In-
volved 1n the armed, robbery and gives them the Tholce to
confess or not to confess to the crime, The prisoners
have no communication with each other  however, the
detective tells each gt them that 1f they both confess
to the armed robbery and plead quilty, the police will
ask the prosecutor to recomrend tc¢ the judge that they
recetve a prison term of 2-3 years each, ahich 1s less
thin the maximum sentence. Also, 1f one person confesses
and pleads quilty and one does not, then thescontessor
w11l probably be able to plea bargain for a sentence, wn
e«chamje far turning state's evidence, o\ only 6-12
aonths  However, the police will "slap
nonconfessor for a sentence of 3-5 years \ Both persons
realize that 1f netther of them confesses, the detective
probably will not be able to prove them gurity of arme .
robbery and will book them tar 1llegal possession of
weapons for which they earh will got a relatively moderate
pumishment of 13 monthe

e book" at the -
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“ire any chrectives which

Instractional v oreCty es
»

15 with eoory well fesyjned syrulition gane, tnere
1y be achieved U cgh use Ot
the Triqoner's Jelead. Tne ab) ot es 1isted below are
anly 1 tow of tnese that are appropridte

Leaeral Cbrectives--"ne students woil

1} siaulate the teelings and actrons of persons 1n a -
Jemma situation asked to dectie between two dhpos:te
chotges after being arreste;

inderstand cogn y and enotionally part of our
criminal Justice . stem and the role ¢f effective
cormumcation tn interpersonal relations

~2

Cognitive Dbjectives--Tne scoudents will

Yearn that under the Arerican criminal Justice system
"3 persan can often cbtiin a reduced sentence by turn-
1nqg state’s evidence and barqaining for lentency.
-~ )
2} learn tne _tnpor tance of asserting their Cunstitution-
4l rights to hive a lawyer counsel them,

-—

3) learn that tue pursult of uné'3 own self-interest
dnes not necessarily lead to socral benefit
4} learn trat pecple who make the same decisions of ten
nave diffe~ent reasons for those decis:icns
»

Attective Cbjectives--The students will

1} feel the effocts of restricted communication and of
open face-to-face conmunicatten when making decisions
dlre%}By involving other people.

A

2} discover that under ,:ressure they may behave in a way

* which they normally find morally objectionable

The Game Model v

The Prisoner’s Dilerwa precents a situation where
pairs of players rust Jdecrde what ey will do as orison-
ers--confess or not confess to a crine which tney ire
accused of conmitting togetner,  The players make their
decrsions 1ndependentiv and without knowing what the
other will dectde,  The recommgnded number of partici-
pants s 6-40 students tor a total of 5 to 20 pairs

There 1s no time linnt in this simulation and the
action moves quickly. The players make 10 separate de-
cistons while sttting back-to-back during 10 rounds of
play. After each decision, students pass notes to each
other announcing “cunfessed” or "did not confess.” {.ach
student records his own and his partner's decisior ind
resulting penalties on a Record Sheet for each of the
10 rounds. Then players confer face-to-face fur 3-5
minutes Ibout what has so far happened. The pliyers
then repeat the first part, making 10 more separate
decisions sitting back-to-back.

After *he Jith reund, the olagers each conplets fhe
seatence using either three ditferent words ur phreses
The ather playor was ) ihis 1s to give tre
players teedback an therr smprecsions of each ather ihee
players e<chanye papers with the sentences on them and
talk to edach other for a tew winutes avout all that nis

hippened  After this conferen: pervod, the debristing
led by the teacher beqins j""
,

v

Sy ot fectah e Teatene, cter Tonviction Jarl Tree
Voot ohath L orers Bopot o oate,g, they each get o
g th,
Yoot tarn puasarers confess, they eacn get 2-3 years.
-’

PUobrcore prisoner confosses and turns state's evidence
ind e dnes not, then tne contessor yecs 6-12 months:
i tre aoncontescor qets 3.9 years
[

Payoff Chart  Ting 1nJarl

PRISONER A

- HoT
LUNFESS “LONFESS
~
ST Lo MONTHS b-12 MONTHS - ﬂ
DAFEYS L EACH 145 VEARS - @ j\'
[ 3
PRLIMR B = - - o e e o
B § 1 .
CosFEss (378, YEARS A} 2 3E;Eﬁ ) !
6-1¢ MONTHS- B’ !
S H
Sample Student Kecord Sheet
11
S T T T I T
) y 1 Other's | My | Other's
, i+ {royre | Choice | Pepalty | Penalty
- ll,., L. ? e ilﬂ_._.__--i
! NL | C i 3-5 1rs 1 6-12 Mos.
P — - - . - - [ T ——
. iy ¢ 35 rs. i 6-12 Hos
. . R e e~
L L0 i drs 1 612 Mos
.o . - . B )
i " C 2.3 vrs.or 2-3 0 Ve
TSP IRTR S R 3% BTN <
v ' ' L AR rs ? ¢-12 Mos
N - Py Q .- R JEP
CooonC b0 35 ¥rs | 6-12 Mos
- i i U S
cho ; C 3-5% Yrs T 6-i2 Mos
.- i . [ L T O
9 nl . C : Crs 1 o6-12 Mos
e S
1) L ' C 123 n*s.,~< 2-3 ¥Yrs. *

NOO- ot (entess C = funfess
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Peaord tre 0 glation'c objectyy s ant cules Fripare
Stifint oatertals (A1 that a tudent needs tor this
jume s a penctl, scrap paper, a topy,of the ncenario
and Payoff Chart, and a Record heet )} Flan for the use
ut trre  The Masoner's Mileroa takes about une hour f

Shaged rapndly TF tre dliows, tse up tuatwe hours
1)

3’!“‘[’““6‘ Coroahe Prasoner's

~

(3

1
4
[
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Paartict taoget 1nto the e gui by bia,rr gt othe
Cin0rtumity to Bacnyer the cpdning ot thelr Ny 7oy
themsel.es
Fanning Tre Frasoner’s Dilenma sreulition agme
Step 2 Oistrabute the “cenario neet, Nu ovar tne

Srtuaticn wrth the group <0 that everyone anderstands 1t

Step 3 Distrabute the Payoff Lhart reet and esplan
tne Diyoffs  Use both the Guimary of Frobable Tenaltyes
11d tne Paycff Chart Do not get boyjed down here  Ge
clear and move on Clarity will fome s the activity
progresses /

Step 4. Cesigrate one person as your reser v playe
1n1s person should be one wha could. 1t need b2, ser.e

as Ofticral Game Nbserver. 1ght now ply ask hwm or
her to step aside *
Step 5 Ask the remaining participants to pair off and

s1t Qick-to-back. Pairs should move their chairs around
so that they sit comfortably back-to-back  ]f there 1s
a person left over, then your extra, reserve person be-
comes a player If there 1s ‘no one left cver, then jes-
13nate your reserve person as Official Game ‘bserver
Step 6. Anngunce the rules

2} No talking or writing to each otner unt:l fermitted
by the jame leader.

b) Each player privately decides to confess or not (o

confess The player writes the décision on a prece of ,
scrap paper. Player writes only 'Confess” or 'Not fon- °
fess.” .

-
’

c) The goal of this sunulation s "Do the best you can.”
{State the gnal this way. 5ay tmis and nothirg more )

Step 7. Ask the players to sake their tirst decisions
fach player should write a Jdecision on a piece ot pdaper
and pass the paper over mis ~ ner shoulder to the other

player Remind the players not to talk to eiach other
Step 3 Distribute the Pecord “heel now  Ask players
to f11) 1n tre first row Check to see that everyone

understands now to f1ll 1n the Record Sheot properly

Step 9 Ask the grovp to centinue this process nine more
time for a totda) of ten t.ies. Clearly annnunce that
each person may decide to confess or not to confess
during each round since each round 13 independent of Lhe
others. Remind the group that the pattern 1s  write
decisian, pass paper, and fecord decision

-

step 13 When the pliyers have all finished decrding and
recor-ing ten rounds, ask the pairs now to face »ach
other and talk together for 3-5 minutes  Direct them to
talk about what happened during the ten rounds ba.cd on
the Scendriu Sheet, the Payoff Chart, and their completed
2ecori Sheets .

Step 11 After 3-5 minites, ask pairs to sit back-to-
back aga1n, not to talk *to ~ach other, and to repeat the
dech f1ng-0assing-recording process ten moce tines for a
jrand rgtal of twenty times, Remind them to wJrite, pass,

Q

RIC ‘ ]

Aruitoxt provided by Eic: )
)

At regard only one rowrd at oyt - Ask them not to
ty'k Lreg trey are fimyshed Youtwgay distribute 3 new
cpy 0f e Fecord sheet Lo Qver oneNG fud sh

step 12 when the players have atl '!JT?NgQ»recordlng

the t.entieth decision, ask each persor to wi™weE oOn a
prece of pager at least three words or phrases

“Ciibe hys or her vopression ot the cther player Puring
the yare  Playess should censider only what they know
abuut the other player during tne gare and discgunt
everytning they know prior to th% Jane

step 131 tihen they ave finished wyvé\n;. ask yers to

Fife Jichwther, excrange papers, :rd talk together about
therr last ten decisions and theilr Jmpressions of each
otner

Debrreting The Prisoner's 0ileime Zinulation Game -

*
Step 14 After a2 fow minutes, bejia- lffbrlcf Many
g2 e leaders clamm that this s the ans?‘ﬂvportant part
of all Here 15 tne opportumty for the players to find
out what the others Mid, to reflect on what tney have ‘
Jone, and to discover what 1t all neans rere s the
opportunity to integrate the gane with-tne group's other
learning activities, Therefore, be sure to leave enough
time for an adequate debrie.ing session. A poor debrief-
1Ing sessron may yileld a distorted picture of 'what the
simulation 15 all about. .

Begin Yhe debriefing by encouraging the group to describe
what happered so that players will know what each other -
did. Let the players- "ventilate.” Without sufficieft
airing of the facts of what occurred during the game,
there will hot be an adequate basis for making discov-
eries and drawing conclusions later on.

*

-

£ A -
Analyze tne messages conveyed by the simulation game.
Ask sucn questions as What do the results of our activ-
1ty mean® What led us to get the results we qot® HWhat
points does this activity make about 1ife that are mpor-
tant? .
Examples of questions specifically for™the Prisoner's
Oilerrra  What does this simulation teach iis about plea
barqaining® Do you approve of the plea-bargaining proce-
dure’s Why di1d”you talk to the police rather than demand
to see your lawyer or remain silent? [f you were accused
nt a crime, what would you consider before talking to the
aathorities? Is Not Confessing the same as vemaining
silent? What justiticatiogn do you have tor the decisions
sou made? What was the effect of sitting back-to-back?
What was the effect of talking face-to-face? What values
were tested when you were geciding between confessing
and not confessing”® wWhat did you learn about yourself
ind the other person® What led you to descrive the other
player as you ¢1d? What does confinement mean to you?

Analyze the simulation model of *he game. Compare and
contrast the simildarity ofe the activity of the group with
events 1n other parts of their hives, Treat the specific
teatures of the 51mulatipn scenario, rules, and sequence
of events Do not asswne that the participants realize
what the varigus teatures of the simulation represent.
Ask sach questions as:  In what ways 1s the picture pre-
sented by this simulation similar to the nongame world?
In anit ways 15 thie simulation fifferent from the "real”
~or ld? .

1 4

f«amples of analysis sprcifically for the Prisoner's

Ditemma. What dnes sitting back-to-back represent in the

real worid?  ahat do the wrigten notes represent? what

drac tre conference betweoprlcund, ten and eleven repre-
ks

’
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AT LD TN 1IN 1t 1e, wrrting g Pne seconds Foo-
ST enle e osegt’  oanat 1s the g gse of
<1 the noatities tner ot thoar congtit -
THIRTS  ratter tras DL tieg thase rignt, to o
seecitrcally in thes sieglation?  In wnat Ways are Cul-
eratinns restricted an your davly lise<?  Lhat ractors
vr2ite the drlerma 1 this simulation?  snat 15 the best
22,5100 90 this Prisoner's Dilemma situation given the
vay.ffs Tisted” Is the American legal system Gesigred to
brirg justice or to get you to talk so as to finish the
case’  ahat would Mave happened had you been able to talk
"o 2ach other all along® What would have happened had
the peralties &« 4 fiwrent, say 1f the penalt; were
24 ianths tor both people Not Confessing rather than
beirg anly 18 months?

vig AU ARTON IR
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Step 15 Move torsard  Before leaving this .ieulation
Jame behind, launch the jroup 1nto cne 9f tne 1 tilities

. you have explared with them earlier 1n part ot Stey 16
Case your decision on the group's preterences and you
assessnent 2f the general:zations and conclusigng dis-
cussed above

4
Plgn *or tatae 315005500 ns and o tyatey, that oo
butld upnr the fapertence resulting trom the o, ot
simulat. . games. Try to taunch new activities that
spring rrom this simulation  You can encourage '1; tur
ther discussron on the many messages conveyed by this
qame, (2) doing independent study, (3) retining tne sinu-
. lation 1n a way appealing to tre group, (4) writing other
scenarios to fit the same structure of the payoff chart

a1y

game are- a field trip

a local Jarl to interview

Examples of future act;x{gles for use with the example

prisoners or inviting 3 jddge or criminal lawyer to cgn{

fer with the group
to play this game again,

Ask such questions as

If we were
hat would you change? ‘*ow can

we change this gamé to make 1t closer to what the real

events are hike? what &

ey 1deas from thit syoulat)on

game would you l1ke to pursue 1n depth? ‘

Summarize, generalize, and conclude

At various spots

during the detriefing but especially at the end 6t a
session there 1s great need fontying points together

The generalizations and

conclusions constitute the

learning which arises from this simulation qame It

recescary to state them®xplicitly.

Do ro. assune that

students will make generalizations and draw concl is1ons

on their own without quidance
ways thi1s can be accoamplished

‘here are a viriet, ot
the followirg are  erely

two, possibilities.,

Request thesqgroup first to list sowe key ideas that hi.e
come fcrth Juring the discussion, then to after sone
jeneralizations based on these ideas, nd finally to
draw sofé conclusions, Ask  From all that we've dune
and sard what conrlusicns can you draw from tmis activi-*
ty?
Or, you can touch off the process of concluding by asking
*each person to complete the following sentence  “Based
on this <wmulation game | realize that Then
have each person or at least a few volunteers read their
completed sentences  Once you have out on the floor
some ~onclusions as stated in the "I realize” statements,
1t 1s beneficial to 1nquire into these further tor vali-
dation List the ~unclusions on the chalkhoard  Ask f
anycne sees any Corwon thread or threads running thrsugh
these gtatements Then azk the partic.pants to sdentify
specifically what e (be game and the discussion led
them to thear vanclusions  Ask it the conclusion 1s
va’rd nn&&unly in the saimylation but also 1n the rongare,
real worl Finally, ask the students to 1dentify spe-
cifically what events and 1deac from the real world up-
port tne wuncluaayns  Ask 1F there are events ird 1deas
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Suslation, orter v ol ottty ten tbll",t"f)u‘lty
and students to probe togettor gt corples ahieh
trey themselyves nase snactad In chort, simulations jike
tre corsoner's Girlema tresentod 1n this article, otfer
an oppartamity rar anstructors to help students make tne
Connection beteen theary and practice 1n a sound and
mntivating way

5N

.
Interested taculty should see tandbook of “imula-
tion Gaming 10 Social Fawation by Ron Stadsk l* Tinsti-
tute of Higher Fducation Revecrcn and “ervices, niversity
ot Alabama, Tuscalnosa), Handbook of Gares and Stmulation
Exercises, ed by 6. 1 Gibbs [3e Publications. Beverly
Hitls) and The fuide tg Stialition/tanes for Fducation
and, Trairing, ed by Robert F "arn (D dactic Systems,
ne, Granford, N 1) The jvansl, Steulation and Games,
reqularly reviews new sinuldati- *s 1n addition to oftering
articles ard research reports o the etfectiveness of
stulation gaming 1n the ¢lassroom .
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